midwest mysteries 


pressun press 


1. introduction 


Public Domain Role-Playing Game module for horror oriented romps risking otherworldly retribution. 


2. character 
Everyone rolls 1d20, highest roller creates conflicts. Characters gain notches equal to this roll. 


Players may take as many items! and traits as will fit onto their character sheet but are limited to a 
single polyhedral set? to assign dice. 


3. rest 


Reduce damage by one after eight hours of rest. Spend notches to add a die to any trait. 


notches 1 2 3 4 5 6 
die d4 d6 d8 d10 d12 d20 
4. trait 


Spend one notch to re-roll one die when using a trait. Player must explain their action. 


4.1. dread 


Increase the notch cost of each re-roll or additional die by one after each roll? in a conflict. This may be 
separate or shared among the players. 


4.2. peril 


Receive one damage to re-roll one die. Player must explain how a character takes damage. 


4.3. body 


Body is a required character trait for every player character. Characters may carry or wear items equal to 
maximum roll of Body. Character dies with no die in Body. 


4.4. mind 


Mind is an optional trait for mental fortitude, prowess, and sanity. Player must roll a Mind die when en- 
countering the otherworldly. Character succumbs to madness with no die in Mind. 


5. item 
The default difficulty threshold of a conflict equals the items* a character carries. 
Upon conflict failure, remove a die equal or greater to damage instead of receiving damage. Player 


must explain how an item is damaged. 


'Ttems increase conflict difficulty threshold 
? 1d20, 1d12, 2d10, 1d8, 16, 144 
3 Optionally: Each increase is permanent or reset upon a player character death. 


4 Unless character damage is higher 


6. town 


Roll dice on two or more columns for town name. 


# prefix suffix modifier 
1 Bloom bury Hills 
2 Middle side River 
3 Bell wood City 

4 Spring ville Port 

5 Green field Lake 
6 Apple view Center 
7 Long town Harbor 
8 Fair gate Rapids 
9 New ford Farms 
10 Rich land Run 
11 Bark dale Park 
12 Iron ridge Crossing 
13 Oak burg Junction 
14 Rock water Falls 
15 Beaver way Heights 
16 Deer born Range 
17 Idle bush Haven 
18 White mouth Pointe 
19 Sand grove Woods 
20 Twin wild Beach 


6.1. populate 


Roll dice to generate local information. 


# locale local 

1 Memorial Farmer 

2 Natural Feature Hunter 

3 Business Shopkeeper 
4 Water Gossip 

3 Commons Bartender 
6 Landmark Server 

7 House Postman 

8 Hangout Delinquent 
9 Organization Sweetheart 
10 Medical Doctor 
11 Education Teacher 
12 Workshop Artisan 
13 Tourism Historian 
14 Military Authority 
15 Science Researcher 
16 Government Bureaucrat 
17 Industry Foreman 
18 Religion Cultist 
19 Resource Warden 
20 Secret Protector 


7. seasons 


Considerations for time of year. 


7.1. spring 


Rain, mist, and fog are common. Insect noise is present but minimal. 


7.2. summer 


Heat and humidity will persist all day. Nights will be warm. Insect and animal noises mask other noises. 


7.3. autumn 


Leaves crackle when walked upon. Sound travels farther in cooler air. Plants dying back make it easier to 
see around you in all direction. 


7.4. winter 


Moonlight reflecting off of snow makes it possible to see without a light source. Snow reveals foot traffic. 
Mostly silent from lack of bugs and people staying indoors. Roads are treacherous. Dangerous to stay out- 
side for extended periods without some way of staying warm. 


8 mysteries 


Roll once for each column to generate a local legend. 


# adjective noun location sign 

1 Shrieking Woman Bridge Corpse 

2 Howling Man Cemetery Missing Person 
3 Hollow Girl Crossroads Noises 

4 Feral Boy Park Trinket 

5 Dire Beast Cabin Footprints 
6 Vengeful Ghost Lighthouse Light 

7 Bloody Claw Tree Debris 

8 Starved Stalker Ruin Effigy 

9 Headless Monster Hill Bait 

10 Fog Killer Lake Bloodstains 
11 Restless Undead Farm Carcass 
12 Shadow Sorcerer Hotel Botched Ritual 
13 Water Devil Swamp Body Parts 
14 Fire Eyes Forest Smell 

15 Slithering Reptile Well Trail 

16 Night Fang River Temperature 
17 Winged Alien Alley Call 

18 Ticking Insect Underground Hoard 

19 Hideous Vampire House Sightings 
20 Pale Shapeshifter Sewer Feeling 


8.1. location 


# adjective noun # adjective noun 
1 Abandoned Camp 11 Rusty Mine 
2 Vandalized Hospital 12 Infested House 
3 Dark School 13 Shadowy Store 
4 Old Warehouse 14 Forbidden Ship 
5 Cold Woods 15 Crumbling Hotel 
6 Haunted Bunker 16 Overgrown Graveyard 
7 Remote Fairground 17 Scorched Prison 
8 Disgusting Crypt 18 Bloody Sewer 
9 Foggy Mansion 19 Mundane Mall 
10 Damp Church 20 Idyllic Lighthouse 
8.4. flaw 
8.2. anagonist 
1 Swindler 11 Jerk 
1 Officer 11 Landscaper 2 Scummy 12 Dumb 
2 Doctor 12 Lawyer 3 Wrathful 13 Ignorant 
3 Stalker 13 Slasher 4 Boastful 14 Liar 
4 Priest 14 Cultist 5 Sad 15 Hateful 
5 Mayor 15 Psychic 6 Vain 16 Cowardly 
6 Banker 16 Ghost 7 Greedy 17 Jealous 
7 Scientist 17 Mannequin 8 Cowardly 18 Pushy 
8 Businessman 18 Exorcist 9 Pompous 19 Rude 
9 Landlord 19 Doppelganger 10 Arrogant 20 Aggressive 
10 Salesman 20 Animal 
8.5. artifact 
8.3. protaganist 
1 Book 11 Mirror 
1 Clown 11 Mortician 2 Recording 12 Container 
2 Hitchhiker 12 Magician 3 Weapon 13 Costume 
3 Hick 13 Sleuth 4 Light 14 Musical 
4 Stoner 14 Drunk 5 Souvenir 15 Hat 
5 Pagan 15 Trucker 6 Bone 16 Medical 
6 Widower 16 Teenager 7 Toy 17 Art 
7 Ventriloquist 17 Photographer 8 Stone 18 Furniture 
8 Taxidermist 18 Janitor 9 Mask 19 Trap 
9 Delinquent 19 Paraplegic 10 Jewelry 20 Key 
10 Gravedigger 20 Dog 


8.6. verb 
1 Lose 21 Betray 41 Abandon 61 Assault 81 Accommodate 
2 Kill 22 Speak 42 Renounce 62 Provide 82 Aggravate 
3 Call 23 Change 43 Infiltrate 63 Bring 83 Terminate 
4 Move 24 Rebel 44 Restrain 64 Track 84 Manipulate 
5 Mend 25 Strive 45 Reject 65 Assemble 85 Discover 
6 Help 26 Compel 46 Drive 66 Weaken 86 Strengthen 
7 Gain 27 Watch 47 Leave 67 Protect 87 Withstand 
8 Hide 28 Guard 48 Respect 68 Demand 88 Negotiate 
9 Save 29 Attain 49 Hoard 69 Prepare 89 Counteract 
10 Veil 30 Cease 50 Battle 70 Conspire 90 Deliver 
11 Kill 31 Trick 51 Support 71 Sustain 91 Accumulate 
12 Free 32 Plead 52 Conserve 72 Oppress 92 Liberate 
13 Shun 33 Repel 53 Distract 73 Release 93 Determine 
14 Stop 34 Track 54 Inspect 74 Summon 94 Arrange 
15 Deny 35 Mourn 55 Uphold 75 Harass 95 Invest 
16 Plan 36 Avoid 56 Defeat 76 Corrupt 96 Establish 
17 Trap 37 Steal 57 Impose 77 Implant 97 Dispose 
18 Seek 38 Build 58 Deceive 78 Pillage 98 Satisfy 
19 Flee 39 Inform 59 Pursue 79 Dispute 99 Separate 
20 Win 40 Travel 60 Explore 80 Rescue 100 Bamboozle 
8.7. noun 
1 Fame 21 Trust 41 Order 61 Barrier 81 Influence 
2 Ally 22 Friend 42 Hazard 62 Justice 82 Alliance 
3 Life 23 Spirit 43 Enemy 63 Fortune 83 Notoriety 
4 Foe 24 Border 44 Elite 64 Heirloom 84 Warning 
5 Idea 25 Truth 45 Structure 65 Honor 85 Authority 
6 Poor 26 Gossip 46 Grudge 66 Pilgrimage 86 Population 
7 Area 27 Family 47 Belief 67 Meeting 87 Citizenry 
8 Body 28 Victim 48 Hatred 68 Society 88 Community 
9 Love 29 Violence 49 Atrocity 69 Nobility 89 Perpetrator 
10 Hope 30 Parent 50 Object 70 Reputation 90 Superstition 
11 Debt 31 Dream 51 Secret 71 Purpose 91 Relationship 
12 Ruin 32 Wealth 52 Illness 72 Shelter 92 Government 
13 Dead 33 Soil 53 Estate 73 Dominance 93 Resource 
14 Need 34 Worship 54 Fugitive 74 Alliance 94 Possession 
15 Duty 35 Creature 55 Monster 75 Treasure 95 Oppression 
16 War 36 Goods 56 Labor 76 Class 96 Production 
17 Road 37 Opportunity 57 Conflict 77 Invasion 97 Meddler 
18 Lie 38 Blight 58 Stranger 78 Stockpile 98 Information 
19 Will 39 Blood 59 Revenge 79 Crime 99 Leadership 
20 Spy 40 Power 60 Strength 80 Message 100 Aggression 


8.8. scare 
1 Cat 11 Crack 
2 Scream 12 Footsteps 
3 Gurgle 13 Crash 
4 Light 14 Reflection 
5 Malfunction 15 Drip 
6 Rot 16 Crunch 
7 Body 17 Breath 
8 Blood 18 Silhouette 
9 Creak 19 Shadow 
10 Fire 20 Attack 
8.9. crime 
1 Evasion 11 Embezzlement 
2 Robbery 12 Kidnapping 
3 Extortion 13 Possession 
4 Theft 14 Conspiracy 
5 Intoxication 15 Harassment 
6 Bribery 16 Vandalism 
7 Stalking 17 Burglary 
8 Fraud 18 Homicide 
9 Arson 19 Assault 
10 Possession 20 Trafficking 
8.9.1. motive 
1 Rage 11 Dysfunction 
2 Power 12 Secret 
3 Passion 13 Control 
4 Stress 14 Defense 
5 Grudge 15 Witness 
6 Rival 16 Desperation 
J: Abuse 17 Revenge 
8 Greed 18 Alibi 
9 Panic 19 Jealousy 
10 Lust 20 Accident 


8.9.2. opportunity 


1 Timing 11 Deception 
2 Relation 12 Authority 
3 Hidden 13 Disability 
4 Routine 14 Accomplice 
5 Betrayal 15 Appearance 
6 Impostor 16 Stalking 
7 Ambush 17 Deception 
8 Remote 18 Inebriation 
9 Danger 19 Restraint 
10 Costume 20 Camouflage 
8.9.3. means 

1 Fire 11 Water 

2 Cold 12 Machine 

3 Sharp 13 Poison 

4 Food 14 Animal 

5 Gas 15 Vehicle 

6 Ice 16 Heights 

7 Drug 17 Allergy 

8 Body 18 Inaction 

9 Blunt 19 Electricity 
10 Rope 20 Environment 

8.9.4. twist 

1 Lie 11 Stranger 

2 Fake 12 Suicide 

3 Time 13 Missing 

4 Prank 14 Location 

5 Decoy 15 Conspirator 
6 Patsy 16 Confession 
7 Alias 17 Sacrifice 

8 Mistake 18 Accident 

9 Amnesia 19 Impersonator 
10 Scam 20 Hallucination 


